Recently, games has grown into not only as a function of simple entertainment but also as an industry that everyone enjoys the play culture as a certain form of leisure regardless of sex and age. The game industry has been developing globally, driven by the growth of the mobile game market and the digital download game market. Serious games were initially used for military purposes, but nowadays, they are diversifying and expanding the genre of the game industry, mainly with purposeful games such as education, training, and treatment. With the spread of serious games, the negative perception of games has been resolved and they contributed to the development of a sound game culture, so the interest of the game industry is on the rise. The purpose of this study is to create a game that is a type of serious games which can be enjoyed by the whole family. Especially, we want to develop a soccer game to prevent drowsy driving, which is suitable for the mobile environment and easy to play for all ages.
I. Introduction
Globally, games are now not the simple entertainment but an industry that has become a play culture as a form of leisure for everyone without discretion of sex and age. The global game industry has been continuing to grow, driven by the growth of the mobile game market and the digital download game market [1] . The fields that lead the growth of the game industry are the mobile game market and online-based digital download game market which are expected to grow for years to come, but the growth of the social game market is expected to be smaller than this. The mobile game market, which is leading the growth of the game market, is rapidly growing as the spread of smartphones and the tablet PCs such as iPad has increased significantly around the world. Also, the age of the game user is gradually getting higher and the proportion of female game users has also increased significantly. The social gaming market is also expected to grow significantly over the next three to five years. Even though Facebook is the biggest market of social games currently, it is expected that games that are served out of Facebook will become mainstream in the future. As the social game market grows, social game elements are applied to various fields such as console games, the social game field is also expanding the game area to deal with the games of various genres from the existing casual game-oriented[2].
The Serious Game was originally used for military purposes, however the interest in the game industry is heightening because serious games can contribute to the diversification of the game industry and the expansion of the fields, which are aimed mainly at education and training nowadays, as well as resolving the negative recognition against games and the cultivating a sound game culture.
The term "Serious Game" came from the book 『Serious Game』 written by social scientist Cluck Abt in 1977. In this book, Abt defined a serious game as a game whose main purpose is education, not play and pleasure. With the launch of the Serious Game Initiative in 2002, the conference has been activated to discuss serious games and the term 'serious game' was actually used. And with the advent of various serious games, the use of the game has been growing socially. To sum up the discussion so far, we present the characteristics of the serious game as follows. 
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-It is based on the elements of the game.
-It is created for a certain purpose.
-Users can have the opportunity to experience the game through simulation.
The purpose of this study is to develop an app game to prevent drowsy driving for serious game development. Especially, the game should be easily operated for all ages. In chapter 2, the studies related to serious games are introduced, and in chapter 3, it covers the overall planning, production design and game content of the soccer game that aims to prevent drowsy driving. Chapter 4 explains the actual production method, and the conclusion and future research directions will be discussed in chapter 5.
II. Related Studies
The Content possibly defined as a serious game can be roughly divided into three categories. First, it is a game aimed at the serious game from the production stage. Second, it is the type of games that game elements are applied to the existing simulation program. We can present 'Screen Golf' as a representative example, which was developed for the posture correction and training of golf players initially, but it has been used in the game after being combined with the functions of the game.
Finally, it is the type of commercial games that are used to perform special purposes. There are many examples of these. In the United States, there is a case of using the Japanese rhythm action game "DDR (Dance Dance Revolution)" for students' diets. In addition, in the case of Falcon, which was developed with commercial flight simulations, it is being used as an official training program by the Air Force [3] .
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III. Content Development Planning and Design
The game name to be developed is Soccer Game and the genre of the game is sports action game.
The game platform is a smart phone. The critical idea for playing the game is to use a hearing, not a vision. The theme of the game is a game reminiscent of a sergeant in the army who is playing soccer with his soldiers by speaking but not moving. The overall flow of the game is shown in Figure 1 . The game situation you want to know is retrieved using the command word, and it explains the game situation through game broadcasting. The game to be developed in this study is a voice recognition game. Users can play the game using command words, such as shoot, pass, personal skill, setup, and it can distinguish between command word and user's voice. Game sound replaces visual information with auditory. Main broadcasts the game situation with the game broadcasting tone. It tells us the location of our team, the opposing team, and the ball. Auxiliary sounds are surrounding sounds generated by the ball and the players. The pitch of the sound is different depending on the distance.
The sound effects consist of the whistle of the referee, the ball-related ones, and the spectator-related sound effect, such as the sound of a whistle, kicking, walking and running. It also has a special effect sound that produces a dramatic effect, raising up the tension by inserting heart sounds. The target users of this game are the male drivers in their 20s to 30s who own cars. These target users feature that more than 90 percent of them use smart phones, have an experience of active service, and like soccer and games.
IV. Game Production
Now is the stage to develop a planned serious game which is of an application of a soccer game to prevent drowsy driving. The initial screen of the game and the tutorial screen where explanation begins are shown in Figure 3 . Create a command to apply this technique in the game. Increase recognition rate by establishing a command recognition step. For example, command shots are divided into roving shots, strong shots, and volley shots. In addition, only compare the first level of the pass and search for the lower rank of that level if the user says so. At this time, the voice recognition rate can be increased by dividing the recognition step. When the game starts, the initial game screen should appear and the game should run normally. The system is at the start of the game and the sound comes out that goes "The match will begin with the ball of 'X' department". You hear the referee's whistle sound and the game begins with "the match between 'X' department and 'Y' department has started". In the event of the pass command, the user sends a 'pass' command and the condition is that the user must have a ball.
The action system gives a close-range command when passing to the nearest player. When you pass to the furthest player, you should make a long distance command. Call the player's name when you soldier's ball is caught [at x]". An event that moves to another area is when a soldier has moved to another area, and the condition is that the user must have a ball. At this time, the sound "[x] area" comes out. The moving command event issues a 'move' command that says "the player runs towards X Soldier [X]". The shoot command event is issued by the user with the command "X Soldier shoots from X~". The goal event will make a "Goal" sound when you score the goal. Besides, the game is produced with various sounds that include the explanation of the situation or the footstep sound.
V. Conclusion
Fourth industrial revolution technology is used in many fields throughout the society. When high-tech is used in our daily life, people naturally spend more time and money on entertainment, travel, and leisure. Games are growing fastest in the entertainment industry, and smart phone-based game users are on the rise. Especially if you use a smart phone while driving or drowsy driving, the risk of accidents is very high. In this study, we developed a game application to prevent driving while drowsy for the sake of developing a serious game. The game is played smoothly with sound only by using voice recognition technology. It is also possible to safely drive without being bored and allows blind people to enjoy playing games.
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